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ПАУ IT... 


The legend will show you what you need to play. 


HAVE A SPOOKY TIME! 


number 

of counters 
(use pennies 
or buttons) 


number of players 


number of dice 
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if the bod Game, you are 
playing calls for the skull die and 

222 you roll the skull, it is a wild roll. 
_ You can choose any number from 
ak to 6 to represent í the skull die. 


Dice Terminology Spooky Math ferms 


SUM: The answer to an addition 
problem. For example, in 2 + 3 = 5, 
the sum is 5. 


DIFFERENCE: The answer to a 


ШЕ Те al form of dice subtraction problem. For example, 
(1 die, 2 dice) in 3 2 = I, the difference is |. 


AGE: A "one" (1) on a roll that 
results in a single dot on a die 
facing up 


DOUBLES: Two dice that land PRODUCT: The answer пз 


with the same number of dots . 
faci h di multiplication problem. For example, 
=. аарыны s in 3 x 2 = 6, the product is 6. 


FOUL: When one die or more QUOTIENT: The answer in a division 


. lands on n , 

24 а оп ап uneven surface, shooter problem. For example in 6+ Eh > 
rolls ag | c 
m the quotient is 2 о | 


an 
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THE NUMBER ð 
1$ THE KEY ТО 
THIS GAME! 


Set-up 
Each player draws a spider body and head on a piece of paper. 
Do not add the legs. You will do that as you play this game. 


Play 


* Determine which player will roll first and the number of dice to be used. 
* Roll the dice. 


* Use the numbers rolled to make a single equation that results in 8 as an 


answer. You may add, subtract, multiply, or divide the numbers rolled to come up 
with the number 8. Use the number on each die only once. 


Example: 
You used four dice and rolled: 


| Or:[6 + 2] + [5 x 1] also results in 8! 


[е / в'\ е /б\ &/ &\e /& 


а you know 


that an octopus 


00 

С 

77 

be 

2N 

-O 

00 

n ‚© 

не X 

E g auo. = x 

а) = Q ы са 

i. Ф » C. = c o 

ош озо а o Ex © = 

— Oo ы = 0 © 
Bow 5 @ EE б Є с 

io 5 0 5 Dv Е > = С 
zz ast 8 4 wo е“ T олы 
ЕО SS oe 599 
с О 

OŁ ЕЁ 


CATE  ‹Әә/ ә 9/95 


Set-up 
Each player draws a circle on 
paper to represent the face on 
a pirate’s watch. Draw slashes 
around the watch where the 
numbers | — 12 would go. 


Play 
* Determine which player will roll first. 
* Roll the dice. 


* Decide which operation to use: addition, 
subtraction, multiplication, or division. 


* On the face of the pirate's watch, write the 
number that is the sum, difference, product 
or quotient that results from your roll of 

the dice. 


* Continue rolling the dice and 
writing the answers of your 
roll on the face of the 
pirate's watch. 


* Your turn is over when you 
are unable to write a number 
on the face of the pirate's watch. 


The first player to - 
fill in the face of th 
pirate's watch wins! 


Did You Know? 

Pirates often played cards 
or dice but were never 

. allowed to bet while at sea 
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Place a counter on 


Play 
* Determine which peer will roll first. 
e State your goal, such as “3 threes” 
* Roll all five dice: In three rolls or ES uy to 
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his or her goal. 


/ 


pumpkin. Іс is now the next player's turn. 
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The player with 
the most 


counters wins! 


Optional Play 
Make your own pumpkins out of paper. Write a different goal on each one. Turn 
each facedown. Before rolling the dice, each player chooses a pumpkin to find out 
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Play 
e Determine which player will roll 
first and how many dice to use. 

* Roll the dice (use two to start). 


Score: 62 


* The higher number on the ( | 


is the number in the tens place. : : 
P Place value is a mathematical 


The lower number on the ET term that refers to the worth 
of a number according to its 
place in a series. 


will be the ones. 


Your score for this round is 62. 


| 2 3 4 5 


* Play continues for ten rounds. 
ten 
thousands | thousands hundreds tens 


Because of pla е valu 
number represents 
the number 40! 


The player with 
the highest score 
after ten rounds 
of play wins! 


_ What's the Problemi 


Game Variations on Ghoul's Place 
Game Variation 1: 
As you use more dice for Ghoul's Place, add another roll—or maybe two! 


First roll: c 2: 


Set aside the die vice aie highest number. 
Write that number in the ones place. 
Roll the remaining dice. 


Second roll: |= E 


Set aside the die with the highest number. 
Write that number in the tens place. 
Roll the remaining die. 


Third roll: E 


Write this number in the 
hundreds place. 
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You decide which playe 

wins: the player with th 

lowest score or the player 
with the highest score! , 
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Game Variation 2: 
e Determine which player will roll first. This player controls the round. 
“ Build a number as you did in Game Variation |, page 11. After three rolls, 
record your number. 
* The player who rolled first now rolls a single die. 


Scoring 
* If the player who controls the round rolls an even number, all players who 
built even numbers receive | point. Others receive 0 points. 
* |f the player rolls an odd number, players with odd numbers receive a point, 
while those with even numbers receive 0. 


Player A 


Player A then rolls a [87 , which is even. 
Player B scores | point, and player A scores 0. 


The control of the next round goes to the 
person sitting to the left of the first shooter. 


Odd/Even 


Even numbers are 
those that can be 
divided by 2 with 
nothing left over. 
For example: Even 
numbers are 2, 4, 6, 
and 8; odd numbers 


are |,3, 5, 7, апа 9.) 


No matter how 
many digits a number 
has, it is determined 
to be odd or even 
by the numeral in 
the ones place. 


Using only cards 
marked with the 
numbers | (or ace) 
through 6, place 
them facedown to 
build a haunted 
house, as shown 
on the right. 
Use only 

24 cards. 

Put the rest 

of the cards aside. 


layer will roll first. _ O 
115 the dice and flips over two cards. 00 


not a match 


If the cards don't match, flip over the cards and return them to their exact 


locations. Play passes to the next player. 


„ If the numbers on the cards and dice match, collect the cards and go again. 
e Continue playing until all the cards have been picked up. 


The player with the | 
most cards at the end / 


of the game wins! 


Optional Play 
Use subtraction, multiplication, or division to match the numbers. 
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start, but do not use a grid smaller than 50 squares). Once the grid is done, drop 


Make a grid with numbers 1-100 as shown below (you may use a smaller grid to 
a counter on it. The ghost's grave lies in whatever square the counter lands. 
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roll first: 
_® Players take turns rollin dice.On each tut 
numbers on the dice and move: 


er finds the sum of the : 
iber of spaces on grid. _ 


The first player 
to cross the ghost's 
grave wins! 


Optional Play 

Set up the game as you would for 
Ghost's Grave, except that each player 
will move his or her own counter. 
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Draw a picket fence with ten posts. . 


(e Write a number from | to 10 on the posts as shown. 


counters 


C2 player 


Play 
e Determine which player will roll first. 
e Roll the dice. 
e Add or subtract the numbers on the dice to reach 
a number from | to 10. Call out that number and 
place a counter on the corresponding picket. 
e Continue rolling the dice and covering pickets with 
your counters. You may choose to stop rolling at any 
time. № you decide to continue rolling and your roll 
results in a number that you are unable to cover, 
your turn is over. It is now the next player’s turn. 
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The player ШШШ 
the most number o 
pickets covered wit 
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Set-up 
Remove all face cards from the deck. Place remaining cards facedown in a pile in 
the center of the playing surface. 


Play 
* Determine which player will roll first. 
* This player flips over the top card of the deck. This card becomes the goal 
number. 
* Starting with the first player and rotating to the left, players attempt to 
reach the goal number in five or less rolls of the die using addition, 
subtraction, multiplication, and division. 


• If you are unable to 
reach your goal in five or 
less rolls of the die, it іѕ 
the next player's turn. 


Scoring 
Each round of play 

represents an inning of a 
baseball game. The player that 
rolls and is able to reach 
the goal number in five rolls 
or less takes that card as 
а "home run.” 
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The player with. 
the most cards at t 
end of 9 rounds wins: 
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id You Know? 

posite sides of a 
ie always equal 7. 
eck it out! 


Р!ау 
• Determine which player will roll first. 
„ As the first shooter rolls the dice, he or she calls out an operation (addition, 
subtraction, or multiplication). 
* All players must use the number on the opposite side (or under side) of the 
dice to figure the sum, difference, or product of his or her roll. No peeking at 
the bottom of the dice! Players must figure out which number is on the bottom 
of each die by looking at the top numbers that are visible. 
“ The first player to call out the correct sum, difference, or product receives 
that total as his or her score. 
е it is now the next player's turn. 


Scoring 
* А tie is always decided in the favor of the first shooter. 
* In each round, each player throws and calls only once. The first player to call 
out the correct sum, difference, or product receives that total as his 


or her score. 


The player with th: 
highest total afte 
rounds of play wins 
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Remove all face cards from the deck. 


Play 
* Determine which player will roll first. 
* The player who goes first deals six cards to each player. These are your 


skeletons, so keep them secret. 

* Roll the dice. Using addition, subtraction, multiplication, and division and the 
numbers rolled, come up with a total. As the cards only go as high as 9, try to 
reach a total that is 9 or less. 


Example: 


Your roll: [5] [e 


Your total (use any combination of oper: | 
results їп an answer that is 9 or less):7: 4х 


• If another player has a card that matches your total, he or she must lay that 


card down. Roll again. 
* |f your roll results т a number that is not held by another player, it is the next 


player’s turn. 


Optional Play 
ncrease the number of dice or 
cards to make the game more exciting. 
increase the number of players, but 
then each player must announce 
which player's 
skeletons he or 
she is trying to 
expose. 


he player that 
exposes all 6 of his or 
opponents’ skeleto 
first wins! | 


Each player writes one number from | to 50 опа piece of paper. One player then 
E 26 | adds these numbers to determine the target number, called “the Witches’ Brew.” 


Play 
* Determine which player will roll first. 


* The first player rolls the dice. Using addition, subtraction, multiplication, 
and division, the player obtains a final number. 


For example, if the player rolls [80 [80 [80 E [80 
he target number is 43, the player might perform | N 
wing mathematical operations with his or her numbers: — 


m. 


* The object of the game is to get to the number that is the Witches' Brew. 
The player who comes closest to the number that is the Witches' Brew 
wins the game. 


The player who comes 
closest to the number 


that is the Witches’ 
Brew wins! 
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Optional Play 
Add more dice for a 


more exciting game. 
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Set-up 


Each player uses two dice, setting aside the skull die. 


m 
m - 8 


Play 


* Determine which player will roll first. 
* Players roll their dice. For example: 
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* Using the number оп each die once, and using addition, subtraction, 
multiplication, and division, players try to reach 13. 
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6x3*2-*4x1- 13 


59 7 95 


Both players have the option of usin 


g the number shown on the skull die in 
order to reach 13. 


— 


layer ге ches Ms ran a 13 but does not use the number « on the > 
2 d | point for the round. - 2. 
Ға player reaches 13 and uses the number on the skull die, add 2 points for 


B the round. 


T. If a player does not reach 13, his or her score is 0 for that round. 

| А sample game might look like this: 

| 

PLAYER A. PLAYER В 

Round 4 D 
Round 5 5. 2% 
Round 7 = ® 
Round 8 Te 


The military 
uses strategic 
planning to 
conduct any 
large-scale 
combat 
operation. 

_ No military 
or combat 
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Set-up 

Remove all face cards from the deck. 
Randomly lay out cards in a path 
facedown, flipping one card faceup at 
regular intervals. For example, you 
may decide to place every fifth card 
faceup. These faceup cards are the 
graves on the path. The last card of 
the path must be faceup. 


Play 
* Determine which player will go first. 
* Place counters at the start of the 
path. 

* Roll the dice. 

* Using the numbers rolled and the 
numbers of facedown cards to the first 
grave, come up with an equation the 
answer to which is the same number 
that is on the first grave. 


For example: 


Roll: 


Number of cards to first grave: 2 
312-471 

player has succeeded and moves forward 
the number on the first grave (1). 


GRAVE 
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Number of 
cards to the 
first grave. 


The first playe 5 
to reach the last | 
grave wins! 
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Not for children under 3 years. 

WARNING - To Avoid Danger of Suffocation, keep this 
bag away from babies and children. Do not use in cribs, 
beds, carriages, or play pens. This bag is not a toy. 


